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Abstract 
This research is deliberately purposed to know the improvement of English vocabulary 
of VII-E Class students in SMPN 1 Muara Teweh by the reason that the students have 
difficulty in classifying English vocabularies. Sample is all students of VII-E Class 
which consists of 30 students. The data is collected from test and questionnaire. To 
analyze data, the researcher uses quantitative method from the tests score and 
questionnaire then takes conclusion. The tests show that learning by Cangkulan Game 
effectively improves the students’ vocabulary.  It is showed by the result of pretest 
where 40% students are passed with the highest score is 78 and score rate is 55, 3. 
Posttest shows that 70% students are passed with the highest score is 90 and score rate 
is 67, 8 while the improvement increases significantly in 30%. The students are also 
able to classify the vocabularies. Based on the questionnaire, the researcher concludes 
that the students are more interested in learning. Besides, this activity supports their 
character building includes confidence, curiosity and loving their country.  
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INTRODUCTION 
Undang – Undang Sisdiknas No. 20 tahun 2003 pasal 37 states that the 
curriculum of basic and middle level of education consist of : (a) religion; (b) civic 
education;(c) language;(d) math; (e) science; (f) social science; (g) art and culture ; (h) 
physical education; (i) skill; (j) vocational subject ). This regulation states that language 
is one of lesson which is taught in  primary and secondary school. Factually, not all  
primary school concern to English as one of subject. All those impact to the teaching 
learning process in secondary school. Halliday (2004, p. 3) asserts that language as a 
social phenomenon has different functions such as textual, ideational, and interpersonal. 
English takes its place when it learnt in formal education. 
Vocabulary   is   the basic of using language whether native or foreign language 
used for communication. In the case that English is learnt as foreign language at school, 
the students must be supported by vocabulary in order to understand the materials. It 
can be learnt by habitual activities such as memorizing, pronouncing and translating. In 
earlier observation, the researcher finds that the students get difficulty in English 
teaching learning because of vocabulary lackness. They cannot classify kinds of 
vocabulary. So it is needed to find an innovative method to teach   English vocabulary. 
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The innovation chosen by the researcher is cangkulan  game. It is chosen by the reason 
that this game is moneyless and the students psychologically   are interested in playing. 
Based on Sylabus dan Basic Competency (KD) of 2013 Kurikulum, vocabulary 
learnt by the students of grade VII are adjective ,noun, and verb (Permendiknas , 2013). 
That’s the reason why this research is focused on the three kinds of vocabulary. 
Moreover, Permendiknas No. 65 tahun 2013  states that the learning process at 
educational institution should be in interactive, inspiring, and  enjoyable. It should 
motivate the students to be active in it, then give the students opportunity to be creative 
and independent relate with their talent and desire.  
The researcher modifies cangkulan game as one of Indonesian traditional card 
game which known in 1990s to improve the students’ vocabulary.  This research is 
organized to know the improvement of English vocabulary of VII-E Class students in 
SMPN 1 Muara Teweh and what characters are built by this game. 
 
THEORITICAL REVIEW 
Vocabulary  
  Vocabulary is the   basic of   language. It influences someone’s ability in 
mastering a language. According to Wikipedia, “kosakata adalah himpunan kata yang 
dimiliki oleh seseorang atau entitas lain, atau merupakan bagian dari suatu bahasa 
tertentu.” (Vocabulary is a sum of words own by people, it also a part of certain 
language). 
  In Kamus Besar Bahasa Indonesia, kosakata means as perbendaharaan kata. 
(Sum of words) (Depdikbud, 2007,p.527). Meanwhile in  https://www.merriam-
webster.com, “ vocabulary is a list or collection of words or of words phrases usually 
alphabetically arranged and explained or defined.” 
  Oxford Advanced Learner Dictionary (1995) defines vocabulary is (1) the total 
number of words in a language, (2) all the words known to a person or used in a 
particular book, subject, etc, (3) a list of words with their meanings, especially one that 
accompanied a textbook in a foreign language. 
  Based on the definitions above it can be concluded that vocabulary is a number 
of words which is mastered by a person who uses or learns certain language. English 
has some parts of speech; they are noun, pronoun, verb, adjective, adverb, preposition, 
conjunction dan interjection. (Scott,2002 , p. 40 ).  
  In this research, the researcher limits on three categories of vocabulary, they are 
adjective, noun dan verb. Adjective  is a word that indicates a quality of the person or 
thing referred to by a noun. Example : big, rotten, round, etc.  Noun is a word used to 
name or identify any of a class of a things, people,places or ideas, or a particular one of 
these. Examples : person, house, plant,etc. Verb is a word or phrase that indicating an 
action, an event or a state. Examples : bring, study, happen, etc.  
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  According to Stainback (1980, p. 89), vocabulary has three levels. They are:  
Basic vocabulary is kind of vocabulary which is easy to learn. It usually consists of 
simple words such as names, animals, or thing around the classroom. In this level, the 
students are success in learning vocabulary if they have good memorizing. Intermediate 
vocabulary is kind of vocabulary with intermediate difficulty such as Foods, clothes, 
jobs, parts of body, educational words and official words. In this level, the students need 
dictionary to help.  Advance vocabulary is kind of vocabulary by a very wide and 
variety of terms. This includes synonym, antonym. The user notes not only words but 
also the definitions from easy to hard. 
Cangkulan Game 
  In  http://id.wiktionary.org/wiki : Cangkulan is a kind of card game where two 
or more players play by putting the cards in same group, the game is over when one of 
the players loses his/her cards first). 
  Cangkulan game is a card game where commonly uses Remy card. It is played 
by two to four players. The winner is the player who lose the cards first.  Here are the 
steps how to play Cangkulan: 
1) Each player is given seven cards. Other cards are as reservation or stock 
card. The players pick up their cards without showing them to other players. 
2) The first player could be elected randomly. He/she puts his/her card on the 
table openly. 
3) Next players must play a card in the same suit as the first player do. 
4) If all players have put their cards out, the player whose card is on the top 
number is the winner and he/she deserves to lead a card for the next trick. 
5) The player who has no card of the required suit and draws   must take 
remaining cards   from reservation or stock until he/she finds the same suit.  
6) The condition where the cards in reservation are exhausted, the player must 
take the cards   thrown by previous players. 
7) A player who runs out of cards is the winner. Other players can continue the 
game till the last player is stayed. The last player stayed is lost. 
(http://id.wiktionary.org/wiki. 2018) 
Character Building 
According to Kamus Besar Bahasa Indonesia, “karakter adalah tabiat,sifat-sifat 
kejiwaan atau budi pekerti yang membedakan seseorang dengan orang lain; 
watak….”(Depdikbud,2007)  While  in Oxford Dictionary, character is defined as the 
mental and moral qualities distinctive to an individual.  
The term of character education or character building is issued in 2013 
Curriculum as one of aspects which is filled in the process of teaching learning. 
Character education classified as an educational activity in purpose to create a better life 
of next generation. (Depdikbud,2018, p.1) So, character building must be added in each 
teaching learning activity as the important characteristic of 2013 Curriculum. 
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Character building is also applied under the regulation; Peraturan Presiden 
Nomor 87 Tahun 2017,” Penguatan Pendidikan Karakter (PPK) adalah gerakan 
pendidikan di bawah tanggung jawab satuan pendidikan untuk memperkuat karakter 
peserta didik melaui harmonisasi olah hati,olah rasa,olah pikir, dan olah raga dengan 
pelibatan dan kerja sama antara satuan pendidikan,keluarga dan masyarakat sebagai 
bagian dari Gerakan Nasional Revolusi Mental.”  
Character building purposes to create qualified generation of Indonesia. The 
character is divided into five main characters, are; religious, nationalism, independence, 
mutual cooperation and integrity. Moreover, some sub-characters are followed such as 
responsibility, care, honesty, curiosity, and etc. 
 
METHOD 
This research is   held in class VII-E of SMPN 1 Muara Teweh, North Barito 
Regency, and Central Kalimantan Province. This school is located on Jl. Ahmad Yani 
No 44, Kelurahan Lanjas,Kecamatan Teweh Tengah, Kabupaten  Barito Utara,Propinsi 
Kalimantan Tengah. 
In accordance with the research, it is conducted in the early semester of grade 
VII. It is decided by the reason that the students’ vocabulary achievement is easy to be 
assessed. It is scheduled on July to August 2018. Based on the problems faced by the 
students in vocabulary, this research is design by these following steps: 
1) The researcher decided what method to apply 
2) The researcher makes a draft of vocabulary includes adjective, noun and 
verb relate to the basic competence and the purpose of learning. 
3) The researcher prepares a number of cards that will be used in cangkulan 
game (60 cards). Each group of vocabulary contains 20 cards. 
4) The researcher determines a standard of scoring 
5) The researcher makes a draft of questions or statements for questionnaire. 
6) The researcher gives pretest. 
7) The researcher asks the students to play cangkulan game under his/her 
guidance. 
8) The researcher measures the students vocabulary after playing (posttest) 
9) The researcher analyses the test result and compares it with the pretest. 
 
Population of this research is all students of SMPN 1 Muara Teweh which 
consist of 822 students. Sample of this research is taken by using purposive sample 
(subject). The sample is all students of class VII-E at SMPN 1 Muara Teweh,Kabupaten 
Barito Utara,Kalimantan Tengah in academic year 2018/2019 which consist of 30 
students. There are 15 girls and 15 boys. According to Suharsimi Arikunto (2006, 
p.163), instrument penelitian adalah alat atau fasilitas yang digunakan oleh peneliti 
dalam mengumpulkan data agar pekerjaannya lebih mudah, dan hasilnya lebih baik 
dan sistematis sehingga mudah diolah .Instrumen penelitian dapat berupa tes,angket 
atau kuisioner, dan lembar observasi. ( the research instrument is a tool or facility used 
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by the researcher in order to collect some related data easily and get the result 
systematically. The instrument used can be test, questionnaire or observation). 
The researcher collects the data from pretest and posttest result of the students 
(sample) in VII-E class. In addition, the researcher gives a questionnaire sheet contains 
10 questions/statements to 15 students who are chosen randomly. It is done to get 
related information about the method effects to the students’ vocabulary improvement. 
To determine the criteria of students’ score, the researcher uses standard of 
KBM (Kriteria Belajar Minimal) which is applied in SMPN 1 Muara Teweh in 
academic year 2018/2019. Quantitative data analyzing according to Sudijono in 
Ubaidillah https://mabadik.wordpress.com (accessed on October 26th, 2018),  uses two 
kinds of technique; descriptive statistic and inferential statistic. This research uses 
descriptive statistic to analyze sum of data where the result gotten is in the form of 
description based on the numeral data of an event. So that the analyzing of   data 
collected is in the form of description. 
FINDINGS   AND   DISCUSSION 
  
Pretest 
  Pretest to the students of   VII-E is held on July, 20th 2018. The result can be 
seen from the following table: 
Table 1. Pre test result 
 
Name Score Criteria 
Agung budi santoso 30 Poor 
Alex satriya wibowo 44 Poor 
Anitia lorenza 50 Poor 
Belly saputra 30 Poor 
Diva azzahra 70 Fair 
Engga ricky ananda 74 Fair 
Fauzan adya rizki 72 Fair 
Fitria wulandari 70 Fair 
Gita 30 Poor 
Hatni 58 Poor 
Hermi rusmini 66 Poor 
Ica melisa 45 Poor 
Khania al qahtani 72 Fair 
Made hatma laksita 70 Fair 
M.aditya 70 Fair 
M.razya irawan 72 Fair 
M.faisal 45 Poor 
M.rafly herlangga 70 Fair 
Mulia apriliodi 50 Poor 
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Mutia hidayah 78 Fair 
Nor aisah 48 Poor 
Purnama sari 40 Poor 
Reren martius 40 Poor 
Rio jessen 52 Poor 
Sela 40 Poor 
Setiawan 70 Fair 
Sinta purnama sari 44 Poor 
Susan melia 40 Poor 
Vinciency michelle 78 Fair 
Yulivia 40 Poor 
Sum (∑ n) 1658  
      
From the data above, it can be determined: 
a. The highest score  : 78 
b. The lowest score   :  30 
c.  Score rate        : ( ∑ N : sum of students) = (1658: 30 ) = 55,3 
d. Passing percentage : 
(Sum of students who pass KBM: sum of students) x 100 %= (12: 30) x 100% = 
40% .So, the students who pass the test are 40% 
Posttest 
  Posttest is given at the meeting after the method is applied by the researcher. It 
is scheduled on August, 1st 2018. The result can be seen clearly from this following 
table: 
     Table 2.  Postest result 
 
Name Score Criteria 
Agung budi santoso 70 Fair 
Alex satriya wibowo 50 Poor 
Anitia lorenza 70 Fair 
Belly saputra 50 Poor 
Diva azzahra 74 Fair 
Engga ricky ananda 78 Fair 
Fauzan adya rizki 78 Fair 
Fitria wulandari 74 Fair 
Gita 50 Poor 
Hatni 72 Fair 
Hermi rusmini 50 Poor 
Ica melisa 72 Fair 
Khania al qahtani 78 Fair 
Made hatma laksita 74 Fair 
M.aditya 72 Fair 
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M.razya irawan 80 Fair 
M.faisal 70 Fair 
M.rafly herlangga 74 Fair 
Mulia apriliodi 70 Fair 
Mutia hidayah 90 Good 
Nor aisah 50 Poor 
Purnama sari 58 Poor 
Reren martius 66 Poor 
Rio jessen 70 Fair 
Sela 50 Poor 
Setiawan 78 Fair 
Sinta purnama sari 70 Fair 
Susan melia 50 Poor 
Vinciency michelle 86 Good 
Yulivia 70 Fair 
Sum 2034  
 
 
From the table it is gotten: 
a. The highest score : 90 
b. The lowest score  : 50 
c. Score rate             : (2034 : 30)  = 67,8 
d. It is gotten that the students who pass the test are  = 
(21: 30) x 100% = 70 % 
 
 
Table 3.The comparison of pretest and posttest 
Criteria Pretest Posttest 
A (excellent) - - 
B (good) - 2 
C (fair) 12 19 
D (poor) 18 9 
 
Based on the graph above, it is clearly that there is significant improvement in 
students’ English vocabulary mastery (adjective, verb and noun). In pretest, the students 
who pass the test are just in 40% while in posttest (B) it increases into 70%. The 
improvement can be gotten by finding the   difference between pretest and posttest uses 
formulation (B-A) = (70% - 40%) = 30%. The lowest score in pretest is 30 and the 
highest score is 70.  Meanwhile, in posttest, the lower score is 40 and the highest score 
is 90. 
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The pretest and posttest result is described in this following graph: 
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Graph 1. The comparison of pretest and posttest 
 
Questionnaire 
This result is supported by the data from questionnaire given to the students. 
There are 15 students of VII-E class are asked to fill in the questionnaire. They state that 
cangkulan game is effective in improving their vocabulary. They are able to differ 
between adjective, noun and verb. It   creates an enjoyable condition of teaching 
learning, so that they are not pressed. Here is the analysis from questionnaire: 
Table 4. Questionnaire 
No Question/statement Answer 
Yes No 
1 Apakah belajar kosakata dengan permainan 
cangkulan ini menyenangkan? 
12 3 
2 Apakah kamu mendapatkan kosakata bahasa Inggris 
baru? 
15 0 
3 Apakah permainan ini membuatmu bersemangat untuk 
belajar bahasa Inggris? 
12 3 
4 Apakah kamu tahu bahwa permainan cangkulan 
adalah permainan asli Indonesia? 
9 6 
5 Tahukah kamu perbedaan antara verb,noun dan 
adjective? 
11 4 
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6 Bahasa Inggris adalah mata pelajaran yang sulit 6 9 
7 Pembelajaran kosakata bahasa Inggris tidak penting 4 11 
8 Apakah kamu bisa mengucapkan kosakata bahasa 
Inggris dengan baik? 
10 5 
9 Apakah kamu bisa memainkan perminan cangkulan? 13 2 
10 Semua kosakata bahasa Inggris dapat saya pahami 0 15 
 
Based on the table, it can be concluded that learning English vocabulary by 
Cangkulan game can encourage the students’ curiosity and confidence as the character 
building. It is showed by their enthusiasm to get new vocabs from their friends during 
the game. This result absolutely influences the students’ motivation in learning English.  
They can solve their own problem in English vocabulary. By this condition, the teacher 
will be easy to give the further lesson to the students so that the purpose of learning can 
be achieved maximally. 
CONCLUSION 
Having been analyzed from the finding and discussion in the previous chapter, it 
is concluded that Cangkulan   game is effective to be practiced in learning English 
vocabulary. It is showed by the improvement achieved by the student is significant. 
They get 30% of improvement in vocabulary assessment. This game also encourages 
the students’ curiosity, self-confidence and love of their country. By playing this 
traditional game, the students take their role in perpetuation of Indonesian traditional 
game. In addition, the students are motivated to learn English in easy way. 
For further activity, the teacher should find another innovative way to facilitate 
his/her students to learn English especially vocabulary lesson. He/she can use various 
media and method as well. As long as the students are motivated to study, the teaching 
learning process will be conducted well. 
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Appendix 
 
Pic. 1 A student puts his card on the table, 
other players find the same category card of 
their own 
 
Pic.2 The students are playing Cangkulan 
Game in the classroom 
Pic. 3 Cards in Cangkulan game (60 cards) 
 
Pic. 4 The students are enthusiast in 
playing 
 
 
